SUMMER GAMES 

INSTRUCTION MANUAL 
for the Atari' Home Computer Syslems 



INTRODUCTION 



Experience rhe power. Ifte glory. Ihe tryili and the challenge of ihe worlds, greatest 
athieiic competition: the St/M-WER GAMES* 

The awe-mspinftg OPENING CEREMONY focuses on 3,000 years or noble I radii ion 
as you proudly look on. ready to give your vary best lo honor you* country 

This 15 Ihe moment you've wo* ked and trained so song so achieve, lo lest your sfcill 
under pressure againsi the best of 1ho world's alhletes You will try 10 excel m a whole 
spec! rum ot sports events — in track and liefcl swimming and drvmg. gymnasts, and 
skeei shooting 

Boldness. Skill Strategy Delermina!*on The marks or the ti^e champon H you art 
viclorlous, you'll receive ihe champion's prize — the coveted GOLD MEDAL — before 
the cheering multitude. Your tnurroh might even go down in bislory as Ihe greaiesi 
personal performance ever' 

Seize I he moment' 

Prepare ior I he ulhmate challenge 1 

Tasle I he- fruits o1 hard labor 

Give ii your best and GO FOR TH£ GOLD! 



SUMMER GAMES offers a variety of sports compel Jl ions fw 1 10 B players, II challenges 
you with aighi realistic events in swimming, irack. gymnastics, skeet shooling, 
pole vault, and drying, 

Represent one of 1B countries as you compete m each eveni Try lo win the mosl metfals 
tor the wnole lineup oJ evenis' SUMMER GAMES keeps scores, provides judges, and 
awards medals to the winners. 

As you get belter, try to breaft '"World Records" anrj set new performance standards 
SUMMER GAMES also saves lr>e names of record holders and displays them on a 
special screen. 

So, get m shape and try lo beal the best Fhe whole world is watching you I 



1 Sa1 up your Atarr'- Compute: as shown in |he Owners Manual 

2. Remove all cartridges rronn the computer and all disks from The drives. 

3. Plug your joystick inlo Por 1*1. 

4. Turn the computer OF I; Turn the disk drive ON. 

5. Insert ine SUMMER GAMES program inlo Jne dish drive, label rating UP slotted 
section pointed toward the back. 

6 Turn computer ON, 



OBJECTIVES 




STARTING PLAY 



A spectacular opening ceremony welcomei- you to me I nte manorial SUMMER GAMES. 
A runner arrives, to lighi (he (radii lonal flame and white "peace doves"" are released over 
The sladrum 

After cne opening ceremony a menu screen otters you a cnoiee of six oplions. To make 
your selection, use yew joystick to move (he Cursor to your choice, (hen press the Fire 
butlon. Or type the number key o1 (he option you want 

OPTION 1: COMPETE IN ACL THE EVENTS 

Players cornpele tn I he complete series of events, in this order 

Poto Vault, Drying, 4x400- Meter Re-lay, 100-Meter Dash. Gyrnnasllcs. 

Fnjwtyle Relay. 100 Meier Freastyra, and Skeet Shooting. 

- :i -ay?r S w\\ first be asked to entei their names and pich the I coMr.:< i?s 

* Type your name on (he keyboard and press RETURN to enier. 

* Press the SELECT key to view two separate J lag screens. Push the joysttcK (o move 
(he cursor so one oi me Mags, I he n pjess the Fi re button (o pick that country. 

■ Repeat name end counlry selection for each prayer. Wnen all competitors are 
linished. press RETURN- 

- A verification screen will appear. If all names end countries are correct, selecl YES 
wfth the joystick end press the Fire bullon. or (ype: V. To delete names and start 
again select NO or type' N. 

OPTION 2 COMPETE IN ONE EVENT 

* Simitar to OPTION 1. b-jt you or>ly compete in the event you pick. 

■ Use (he loysjick io choose (he event, ihen press the Frre hulton or just type the key 
matching the number of the event (l-Bj. 

OPTIONS: PRACTICE ONE EVENT 

* Use (he joystick to choose me event, (hen press the Rre bullon or just type m# 
key matchrng (he number of (he event fl-Sj- NO SCORING RECORDS ARE KEPT 
DURING PRACTICE ROUNDS. 

OPTION 4: NUMBER OF JOYSTICKS (1 or 2r 

■ Select l or 2 by pressing [he Fire bulton or (ype: 4, 

* If you have only ■■ 1 ■ ■ • . . plug 11 into Port #1 and select % 

* ,r vou n ave M> lOySWc^ pfug (ha second joystick inlo Port N2 and seJect 2. This will 
let two players compete Head 10 head in 1ba swimrninq and running evems. 

OPTION 5 SEE WORLD RECORDS 

' Di ;p :iys ihry nigr -••••I ^cok- f.--:.r=v:---;s r. aJI '-. -.v.— namn Ann v me 

player who achieved i( 

OPTIONS: OPENING CEREMONIES 

" Repeats: (he opening ceremonies. 



THE GAMES 

POLE VAULT 



r 



You need agi% and superb liming to perform well in [his evem. II lakes 
sprinting. Sifting, and gymnastic skilte — ccordinaied in spirt seconds ol 
iJuid movement! 



* The display along ihe baltom ol tne screen shows ihe compelilor s name and 
country, the bar height, and stalus messages- 



■ The bar height is initially set at 4 meters. A siatus message will ask. "TRY THIS 
JUMP?" 

* Jf you wish to compete al lhai height, push the joystick forward to answer M VES,** 
Or, pull the joysuck back to answer "NO " The next player ihen gels the same 
option. It all the players decide not to |ump. Ihe bar is raised and She 

question is asked again. 

NOTE: Competition CAN begin at any heighl up lo S melers. When [he bar is raised 
Lo 5 meters, competition MUST begm before Ihe heigh! is increased. 

■ After you accept a bar nesght, a siaius message asks you lo "SELECT POLE 
GRIR W Use the joyslick to select your grip- 

* Forward for HtGH * Le1t at righl 1or MEDIUM * Back for LOW 

(The high gno can give you more height, but ihe low grip is easier to use tor low 
jumps.) 

* When ihe siaius message says. "READY TO JUMP": 

■ Press the Fire button to start running I c ward the bar. 
" Pull Ihe joyslick BACK to plam your pole In the vault do* (which appears 
as a daffc notch in 1he landing pad) 

* Push the joystick FORWARD to kick up and flip over the bat. 

* Press Ihe Fire bulton lo release the pole 

Timing is critical in this event. Y-chj can fail lo dear the bar il you: 

* Plant the pole too soon or too late (missing ihe vault bo*}. 

* Kick up too soon fhitiing Ihe bar) or loo late (letting the pofe tall agatnsl 
ihe barj. 

* Release the pole loo soon (rosing to^tfol) or too tale (letling ihe pole fall 
againsi bar) 

* You gel ihree atlempis to make a successful vauM at each height. Three succassrve 
failures eliminate you from compel il ion jn this eveni. 

■ Afler each round. 1he bar height is raised 

* The winner of this event is the last player 1o be eliminated. 

DIVING 

^ Stand on a platform 30 feel above the waier. Feel the tension rtse as the 
crowd watches your every move. Its time to show your "best stuTI" with 
four Iricky dives forward, backward, reverse and inward As you lake 
Ihe plunge, remember: Form is Everything^ 

m Press the Fire bullon to take Pf1 from 1 he diving board 

* Use the Joystick lo coniroi your body pos<t»on and roiatipn speed. Push the stick: 




* RIGHT for a lull-luck position, and the lastesl rotation. 

* BACK for a ptke position, and the second-fastest roiaiion. 

* left ioi a half-pike position, and slower relation, 

* FORWARD lor a layout position, and (he stowesl rotation. 



■ Alter every dive, [he Judges" stares appear in boxes across Ihe center oi ihe 
screen. A dive is considered perlecl (for a score of 10 pomls) if Ihe body enters the 
water verliCaliy and lully extended, either head' or Feel-firs; Any deviation from Ihls 
•deal entry posHion cos is. you points, wilh a minimum score o1 zero. 

• A second scoring tador is the Difficulty RaHng. based on ihe number of rolalions 
and different positions achieved in a dive This Ratir>g siartsai 1 0. and can go as 
high as 4.1. increasing wilh ihe complexity of Ihe dive. 

• The taial points Tor each dive are calculaied by eliminating the high and taw Judges' 
scores and mulliptying oy the DiffrcuHy Rating. 

• To get a high score, altempl ihe most dilficult dive you can successfully perform 
Easy dives get low Dilficuity Ralings. complex dives may earn low scores if they 
are executed poorly. Remember both ol the lactars used in scoring this evenl, 

" Three slaius drsplays give you this informalion; 

* A DESCRIPTION screen namBs 1he next dive you are topetlorm. 

* A DIVE RATING screen indicates Ihe score tar your perlormance 

- A CURRENT STAN DINGS screen shows 1he total points won by all the 
competitors ;n 1hr5 even? 
Press Ihe Fire button to change screens 

• r i'e winner of ihls evenl is me competitor who scores Ihe most points for the lour 
dives 



■ Press Ihe Fire bulton to sel your firsl runner ae the starling line. 

" When both runners are m place r watah the countdown: "MARK...SET ."" The stalling 

gun fires. "-,GOf H 
" Move ihe joystick 10 me RIGHT lo start running. 

• A lalse slan means Ihe countdown begins agam Be careful — two false starls 
disqualify you 

» Move (he joystick (o control your runner's speed: 
» CENTER for normal running 

• LbF-t lor "coasling/' 

• M-tGMT for Spnnling. 

• Pacing is crucial in this event, so waich the gauge at ihe boiiom o1 the screen to 
monaor your runner's energy reserves. When (he bar is long and while, your runner 
has plenly ol energy As Ihe bar disappears your energry is depleted. 
* Conjrol your runners' speed to move ihem as 1asi as possible wilhout becorning 
exhausted They lose energy white sprinting and regain n while "coasting."' 

■ if a runner 1ries to sprmS wilh little or no energy led. his perlormance will 
drop oir sharply Make ihe runner coasl lo reduce his speed and reoam 
energy (but donj let him fall loo far behind E) 

■ Each o1 your runners has a diflerent amouni or ssamins. Learn iheir individual [raits 
in order lo decide how lo ccnfrpJ iheir pace 



* AH runners tire more quickly m Ihe hrst pari of Iheir '■teg" (or turn) than |hey 
do m the second pari . Runner one can't regain his energy as fast as runner 
Jour can. while runner two loses energy faster man .runner 1hree 



* Tfb pass 1he baton. press Ihe Fire bultan Time the pass tar the m omen I when botn 
runners are close to each oiher. olherwise. you'll lose precious seconds while your 
progress stops. 

* When your lourth runner crosses Ihe finish line, your race lime will appear in place 
ol your name 

* The winner ol this evenl ts the learn wilh ihe best lime 



4x400^METER RELAY 




It lakes speed, pacing, AND perfect teamwork from all four runners on 
your relay leain la win ihis exciting race. Se sure to watch iherr vital 
signs cJosely — a collapse could be a disaster. And remember, don'l 
fumble the baton' 



1CKMV1ETER DASH 



4 



AH-out SPEED i$ the key 10 winning this face ! 



■ The Start procedure is (he same as the 4 x4DQ-Meier Relay. 

* When the race begins, increase your running speed by jiggling the joystick as 
raprdry as you can, either skJe4r>side Or tup and down 

* The winner ol this event is the runner who crosses the finish line with Ihe best lime 

GYMNASTICS 



ir 



This is the supreme tesl of grace and precision. Strive for a perlorrnance 
ol athletic artisiry as you vauii irom a springboard jo ihe horse, then to 
the floor The crowd will really appreciate your atienlion to form! 



Press the Fire button to get set. 

Release Ihe button 10 slart your run. 

Press the butlon again 1o jump onto Ihe springboard. 

* You will get a more powerful vault nearer the edge ol the board, Jumping loo 
soon or ioo late n make you miss the board entirety, and you will have lo start 
again A uecond m fjs will disqualify you from the found 
Hold the joystick RIGHT or LEFT as you reave the springboard to perform a ISO* 
axial body twisi. This maneuver increases Ihe diMiculty ol your performance and 
makes a hrgher score possible (if you successluliy complete your attempt). 
Press tfte Fire button to push off trie horse The most powerful push-off occurs 
when the body is nearly vertical. 

» In the air. move t he joysiick to control booy posh ion and rotalion speed: 

* FORWARD lor a full -tuck position, a; fgst rotation 



» CENTER for a fayout posiiion. at medium sotation 



* BACK for a landing position, at Slow rolalion You musl be in this 
potion (or a correct landing 

* The scoring is based on bolh execution and circuity, and is displayed a tier your 
landing. 

• EXECUTION is considered: perfect if you land completely upriynr. on your 1eet 
In a near-perfect landing, you take a step Use the joystick lo slraighien up r by 
pushing it in ihe opposite direction that your gymnast is leaning. Efy mafcrng this 
last-second correction, the landing will be judged successful with only a slight 
penalty If your gymnagl falls there will be a greater score penalty 

* DIFFICULTY is judged by the number of diifereni maneuvers oerfomned in 
mid-air. Scores are lowered by poor landings, poor height olf ihe horse and 
vaults that involve lew maneuvers 

* The highest possible score is awarded for a perfect landing after a 130* twist, with 
maximum height from the horse, followed by a triple somersault. 

* The winner of this event is the competitor who scores the most combined ponls lor 
iwo consecuiive vaults 



FREESTYLE RELAY 




Be ready lo spring from your starling block when ihe cwntocwri 
reaches "GO." Jusl a fraction pt a second can decide this lurious 
summing race 11 lakes power, coordination, and strategy to keep 
your lour swimmers ahead 1 

■ Press the Fire button lo position your lifst swimmer at [he star ling block . 

- When DoEh swimmers ace m ptace, watch the countdown: "MARK . SET . GO 1 

■ Move ihe joystick to the RIGHT 10 jump into ihe water Don't jump- too soon — an 
early takeoff is a taLse start, and the countdown will begm agam Tnree false starts 
disqualify you from ihe race 

• P-ress Ihe Ftre button every tune your swimmer s arm enters Ihe waler This gives 
you a "power stroke." and more speed 

» When your swimmer reaches the far end of ihe pool, about hall way through 
lean ihe joystick LEFT for a kigk-turn, Turning at jusl 
Ihe rtght ttme gives you the best head star! for your relurn lap 

• As youf swimmer tompreies ihe re:u?n lap. lean the joystick RIGHT to siari your 
next relay racer. The new swimmer should reave the siarhng block jusl as his 
teammate reaches the end or the pool II you make mis move too early or laie. 
ihe action stops and you'll rose precious time! 

■ When your lau-Mh swimmer completes his xelurn lap. Ihe clock displays your 
final time lor the race. 

• The winner ol Ihis evenl is the team wish the best linal time 

100* METER FREESTYLE 

This race is like Ihe Freestyle Relay, except that a single swimmer 
completes jusl two lengths of the pool. To win ihis "swimming sprint," 
concentrate on getting a. good star I and keeping a strong power 
stroke. Jusl a split second can be Ihe margin o1 victoiyl 

The slarl. kick- turn and power stroke are controlled the same way as m the 
Relay evenl. 

This face is over when your swimmer completes his return lap. 
The winner ot I his event is the swimmer wiih Ihe best final lime. 




SKEET SHOOTING 



r 



Out on the SUMMER GAMFS skeel range you need steady nerves, 
an eagle's eye. and lightning rerfexes 10 win mis supreme lest 01 
marksmanship. Learn ihe patterns of the clay ptgeons, focus your 
attention, and keep your sights steady as you fire away? 



Move the joystick to aim your gunstghl 
• Remember, gravity slowly but constantly pulls tne sight downward, so your aim 
wm h l stay fixed unless you keep correcting it. This means you canT jusl sel your 
aim and wait for a target. II you follow a taiael, Ihe gravity eflecl is very minor 
Press the Fire bution to release Ihe targeis from Ihe trap houses at the sides ol the 
range, and a gam to shoot You get only one shot tor a singFe target and two sriols 
for a doubte. large! M^-. rhem c :oi i • • i One point is scored for each hit 
Each round o* shooting consists ol 25 targets. They appear in a standard sequence 
as you move through eight shocking positions. Positions start from the leit, move to 



1he hghi. and finish at fhe center station Pay attenlion to the order in which targe;s 
are inrown 

• The winner of this even! is Hie shooter who scores ihe most ruts m a round ol 25 
targets: 



SCORING 

AWARDS CEREMONY 

After every event the names, countries, and scores oi all ecrnpetilors a re hsled m Ihe 
order [hey placed. The name or the Gold Medal winner appears ai in^ cop ci 1he screen, 
and his or her country's national anlhem is p4ayed 

CHAMPION CEREMONY 

H players compele in all SUMMER GAMES events, a Grand Champion seieeled based 
on the number o1 medals awarded 

<iald Medal — 5 points 

Silver Medal - 3 points 

Bronze Medal ~ 1 poinr 
When a I the events have been decided ihe points are totaled and ihe player wilh the 
most paints is honored as Grand Champion This occurs after the Awards Ceremony 
for me final evc^: 

WORLD RECORDS 

11 a i«> r id record is achieved m any evenl, the name o H the player scoring "t is saved ey 
ihe SUMMER GAMES program These records are displayed on ihe W&rld Recoc ds 
screen H a rew record 15 set 'or an evenl, the previous record rs deleted and me new 
information appears in its place. 



CONTINUING PLAY 

16 restart SUMMER GAMES at any i«me. press SYSTEM RESET The program will return 
1o ihe main merij 




